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What's a Pokémon? 
Welcome to the world of Pokémon, a special place where people just 
like you train to become the number-one Pokémon Master in the world! 


But what is a Pokémon, you ask? “Pokémon are incredible creatures that 
share the world with humans,” says Professor Oak, the leading authority on 

these monsters. “There are currently 150 documented 
species of Pokémon.” 


And your incredible task is to capture, train, and 
fight with all of them! It's not easy, but once 
you get the hang of it, you'll know exactly 
which Pokémon to choose for a battle. On your 
way to the top, you'll perfect your skills by 
using your Pokémon to fight against other 
Pokémon trainers. 
Each Pokémon has its own special 
fighting abilities. Though they come in 
many shapes and sizes, even the 
smallest Pokémon can launch a fierce 
attack. Some Pokémon grow, or 
evolve, into even more powerful 
creatures. But don’t worry—even your 
toughest Pokémon will be loyal to you! 


Carry your Pokémon with you, and you're 
ready for anything! You've got the power 
in your hands, so use it! 


If you play the Pokémon Game Boy® game 
or watch the animated Pokémon show, you 
already know the basic ideas and goals of 
the trading card game. So are you ready 
for your first Pokémon trading card 
game battle? 


Gotta Catch ’Em All! 


In the Pokémon trading card game, one of your goals is to collect each 
of the cards, similar to your goal of collecting each of the Pokémon in the 
Game Boy game. But not all Pokémon cards are as easy to catch as 
others. The Energy cards are the most basic and most common kind of 
cards. Your Pokémon cards, Evolution cards, and Trainer cards come in four 
different varieties: common cards are marked in the bottom right-hand 
corner with a @. Uncommon cards are marked with a , and rare cards 
are marked with a %. In addition, some rare cards are printed using 
holographic foil. These “holo” cards are the hardest to catch and collect. In 
addition, a limited quantity of each set of Pokémon cards is printed 
with the <8 symbol, which shows that those cards are first-edition cards 
from that set. The same cards may be reprinted in the future but never 
with the <%% symbol, ensuring that your first-edition cards will maintain 
their value! 


If you're mostly interested in playing, there are always good cards appearing 
in all levels of commonality. (Many of the most popular Pokémon—such as 
Pikachu, Charmander, Squirtle, and Bulbasaur—are common cards.) This 
ensures that players who buy different amounts of cards can still play and 
have a fun and fair game. 


for Pokémon n suey, deckbuilding, and trading tips, be sure to read 
the Duelist, one of the leading trading card game 
magazines. You can find the Duelist at most 
larger newsstands. 


What Do You Need to Play? 

Well, you and your opponent will each need your 
own deck of 60 cards, a coin to flip, and some 

counters to mark damage to your Pokémon. (You 

might want to have one color count as 10 damage 

each and the other color count as 30 damage each.) 


How to Win 

In Pokémon, you can win three different ways. First, at the start of the 
game, you set aside 6 of your cards as Prizes. Every time one of your 
opponent's Pokémon is Knocked Out, you take | of your Prizes and put it 
into your hand. When you've taken all 6 of your Prizes, you win the game! 
(You'll win most of your games this way.) Second, you also win if your 
opponent has no Pokémon left to fight against your Pokémon. And finally, 
you win if your opponent's deck is out of cards at the start of his or her 
turn. 


What’s the Pokémon Game Like? 

You and your opponent take turns playing cards from your hands. Some of 
these cards will be Basic Pokémon cards, Evolution cards that can grow 
them into bigger and stronger Pokémon, or Energy cards that help Pokémon 
fight. You can also play Trainer cards—these will do lots of different things 
to help you win. 


You might have several Pokémon on the table at once, but only one of 
them (called your “Active Pokémon”) will be fighting for you at a time. The 
rest will be sitting on your Bench in case you need them to fight. Every 
turn, you'll have a chance to attack with your Active Pokémon, which will 
either do damage to your opponent's Active Pokémon (called the “Defending 
Pokémon” during your attack) or do something else to it, like making it 
Asleep, Confused, Paralyzed, or Poisoned. If your attack does enough damage 
to Knock Out the Defending Pokémon, you get to take | of your 6 Prizes. 
When you take your 6th Prize (when you've Knocked Out 6 of your 
opponent's Pokémon), you win! 
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What Are the Different Kinds of Cards? 
Basic Pokémon are your most important cards. They fight for you 
turn after turn against your opponent's Pokémon. 

Evolution cards are played on top of your Basic Pokémon (or 
Sometimes on top of other Evolution cards). They 
make your Pokémon bigger and more powerful. 
Energy cards are attached to your Pokémon to 
give them the Energy they need to use their attacks. 
Trainer cards are one-shot cards that do 
something once and are then discarded. 


Starding the Game 

Shuffle your deck and draw a starting hand of 7 cards. Put the rest of 

your deck face-down in front of you. 

If you don’t have a Basic Pokémon card in your hand (it'll say “Basic 

Pokémon” in the upper left-hand corner), show your hand to your 

opponent, shuffle it back into your deck, and draw 7 new cards. Your 

opponent may then draw up to 2 extra cards. If you still don’t have 
any Basic Pokémon in your new hand, you repeat this proces, but your 
opponent gets to draw up to 2 extra cards each time! 

* You and your opponent each choose a Basic Pokémon card from your 
hands and put them face-down. These will be your starting Active 
Pokémon. 

* Each player may, if he or she wishes, choose up to 5 Basic Pokémon 
from his or her hand and put them face-down on his or her Bench 
(this is where Pokémon wait when they're not the Active Pokémon). 

* Put the top 6 cards of your deck face-down in front of you. These are 
your Prizes, which you take when your opponent's Pokémon are Knocked 
Out. You can't look at a Prize card until you take it. 

* Flip a coin to decide who goes first. You can use your special Pokémon 
coin, if you have one, 

* Flip over all the Active and Benched Pokémon that have been put on 
the table. 5 
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Let’s Play! 

As you play, you and your opponent take turns. During your opponent's turn, 
you don’t do anything except replace your Active Pokémon if it gets Knocked 
Out (see below). During your turn, go through the steps below. 


What Can You Do during Your Turn? 


[S| You can do lots of things during your turn! You always draw a 

card first, and you always attack last. Here's everything you can do 

|) Draw a card 

2) Do any of the following in any order and as often as you like: 
+ Put a Basic Pokémon on the Bench 
* Evolve a Pokémon in play 
* Attach an Energy card to a Pokémon (only once per turn) 
* Play a Trainer card 
* Retreat your Active Pokémon 
* Use a Pokémon Power 

3) Attack with your Active Pokémon 

4) Your turn is over now 


|) Draw a card 
You always begin your turn by drawing a card. (If your deck is empty 
at the beginning of your turn, the game is over, and your 
opponent wins.) 

2) Do any of the following in any order and as often as you like: 


* Put a Basic Pokémon on the Bench 

Choose a Basic Pokémon from your hand and put it face-up on your Bench. 
You can have no more than $ Pokémon on your Bench at any time, so you 
can put a new Basic Pokémon there only if your Bench has 4 or fewer 
Pokémon on it. 


*Evolve a Pokémon in play 
If you have a card in your hand that says “Evolves from so-and-so” and 
so-and-so is the name of a Pokémon you already have in play, you may 
play that card in your hand on top of the Pokémon so-and-so. This is called 
“evolving” a Pokémon, 
Example: Juliane has a card called Ninetales that says “Evolves from Vulpix,” and she 
has a Vulpix card in play. She may play the Ninetales card on top of the Vulpix card. 
When a Pokémon evolves, it keeps all cards attached to it (Energy cards, 
Evolution cards, etc.) and any damage it might already have, but the old 
attacks and Pokémon Powers of the Pokémon it evolved from go away. All 
other things about the Pokémon go away—Sleep, Confusion, Paralysis, 
Poison, or anything else that might be the result of an attack some 
Pokémon made earlier. 
Sorry, you can't evolve 2 Pokémon that you just played or evolved on that 
turn, Also, neither player can evolve a Pokémon on the first turn. And finally, 
i! yes, you can evolve a Pokémon on your Bench—that counts as “in play”! 


*Attach an Energy card to a Pokémon 

Take an Energy card from your hand and attach it to one of your Pokémon 
in play (put it under the Pokémon card). 

Unlike most of the other things you can do during your turn, you may do 
this only once during your turn. 


*Play a Trainer card 
When you want to play a Trainer card, do what it says, then put it in the 
discard pile. 


Retreat your Active Pokémon 

You may switch your Active Pokémon with one of the Pokémon on your 
Bench. To do this, you must discard Energy attached to the Active Pokémon 
equal to the Retreat Cost that’s written in the lower right-hand corner. 
(You'll read more about costs in the “Attack with Your Active Pokémon” 
section.) If you can't do that, then you can't retreat. Pokémon 


with no Retreat Cost don’t need to get rid of any Energy when they 
retreat—they can retreat “for free.” 


A Pokémon that is Asleep or Paralyzed can’t retreat. A Confused Pokémon 
can try to retreat, but it might not succeed. (Why this might happen will 
be explained later on in the rules.) 


When your Active Pokémon goes to your Bench (whether it retreated or got 
there some other way), it keeps any Energy cards, any Evolution cards, and 
any damage counters it might already have. All other things about the 
Pokémon go away—Sleep, Confusion, Paralysis, Poison, or anything else that 
might be the result of an attack some Pokémon made earlier. All of these 
things go away. 

If you retreat, you can still attack that turn. 


Use a Pokémon Power 

Some Pokémon have a special “Pokémon Power” that they can use when 
they're in play. (Remember, Benched Pokémon are “in play,” too.) Many of 
these Powers can be used before you attack. Each Pokémon Power is 
different, though, so you should read carefully to see how each Power works. 


A Pokémon Power isn't the same as a Pokémon’s attack, so if you use the 
Pokémon Power, you can still attack! 


3) Attack with your Active Pokémon 

If you wish, you may have your Active Pokémon attack your opponent's Active 
Pokémon (also called the “Defending Pokémon”). This is the last thing you 
can do during your turn—you can't do anything else afterward. You can 
only attack one time during your turn, and your Pokémon can only use one 
of its attacks each turn. To attack, just tell your opponent which one of your 
Pokémon’s attacks you're using. You can only use an attack if you have at 
least the required amount of Energy attached to your Active Pokémon. 

The required amount is written to the left of the 

attack name. 


Any kind of Energy—@, @, ©, 4%, ©, @, or *&—can count toward 
Colorless Energy requirements (3). But only Energy of the appropriate kind 
counts toward Energy requirements of that kind. For example, you can use 
at attack with @® @® % next to it only if that Pokémon has at least 3 
Energy attached to it, at least 2 of which are @ Energy. 

S| You have to have the required amount of Energy attached to a Pokémon to 

(8) use its attack, but you don’t have to discard those cards to attack. The 
cards stay attached to your Pokémon unless the card says otherwise! 


When you attack, read the attack you're using and do what it says. For each 
10 damage a Pokémon takes, put one damage counter on it. If a Pokémon 
ever has total damage at least equal to its Hit Points (for example, 4 or more 
damage counters on a Pokémon with 40 HP), it’s immediately Knocked Out. 


Some Pokémon have a Weakness or Resistance to Pokémon of other types. 
(For example, Charmander has a Weakness to © Pokémon.) A Defending 
Pokémon takes double damage from a Pokémon that it has a Weakness to, 
and it takes 30 less damage from a Pokémon that it has Resistance to. 


Ee] Usually the attack won't depend on the order you do this in, but if it does, 
then this is how you'll figure it out! First, you pay any costs (discarding 
= Energy cards, for example) before seeing what the attack does, Then damage 
comes before any other effects. Also, Weakness is applied before other things that might 
change the amount of damage. 
What happens when your Pokémon is Knocked Out? 
Whenever one of your Pokémon is Knocked Out, put its Basic Pokémon card 
and all cards attached to it (Evolution cards, Energy cards, etc.) in your 
discard pile. Your opponent then chooses one of his or her Prizes (even if 
you Knocked Out your Pokémon yourself!) and puts it into his or her hand. 
After that, you must replace your Active Pokémon with a Pokémon from 
your Bench. (If you can’t do this because your Bench is empty, you lose.) 
If your Active Pokémon and your opponent's Active Pokémon are Knocked 
Out at the same time, the player whose turn it is replaces his or her Pokémon 
last. The player whose turn it is chooses his or her Prize last as well. 
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4) Your turn is over now 
Sometimes there are things to do after your turn is over but before 
your opponent’s turn begins. After you've done those things, your 
opponent's turn begins. 


What Happens after Each Player’s Turn? 

After each player's turn, if either player's Active Pokémon is Poisoned, it'll 
take damage, and if it's Asleep or Paralyzed it might recover. Then the next 
player's turn begins. 


How Do Sleep, Confusion, Paralysis, 

and Poison Work? 

Some attacks cause the Defending Pokémon to be Asleep, Confused, Paralyzed, 
or Poisoned. These things don’t happen to a Benched Pokémon, only to an 
Active Pokémon—in fact, if a Pokemon goes to the Bench, these things are 
removed from it. And evolving a Pokémon also means it's no longer Asleep, 
Confused, Paralyzed, or Poisoned. 


Asleep 

If a Pokémon is Asleep, it can’t attack or retreat. Turn the Pokémon sideways 
to show it is Asleep. After each player’s turn, flip a coin. On a heads, the 
Pokémon wakes up (turn the card back right-side up), but on a tails it's 
still Asleep, and you'll have to wait until after the next turn to try to wake 
it up again, 


Confused 

If a Pokémon is Confused, you have to flip a coin whenever you try to 
attack with it or whenever you try to make it retreat. Turn a Confused 
Pokémon with its head pointed toward you to show it’s Confused. 


When you try to make a Confused Pokémon retreat, you first have to pay 
the Retreat Cost by discarding Energy cards. Then flip a coin. On heads, you 
retreat the Pokémon as normal. On tails, the retreat fails, and that Pokémon 
can't try to retreat again that turn. 
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When you attack with a Confused Pokémon, you flip a coin. On heads, the 
attack works normally, but on tails your Pokémon attacks itself with an 
attack that does 20 damage. (If your Pokémon has a Weakness or Resistance 
to its own type, or if there's some other effect that would alter the attack, 
apply these things as usual.) 


On tails, the Active Pokémon does 20 damage to itself even if its attack 
normally doesn't do damage (like Squirtle’s Withdraw attack). 


Paralyzed 

If a Pokémon is Paralyzed, it can’t attack or retreat. Turn the Pokémon 
sideways to show it’s Paralyzed. If an Active Pokémon is Paralyzed, it 
recovers after its player’s next turn. Turn the card right-side up again, 


What this means is that if your Pokémon gets Paralyzed, it will be out of 
‘action on your next turn, and then it will be okay again. 


Card Positions 
Normal Position 


Paralyzed 


j in rig 5 
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Poisoned 
If a Pokémon is Poisoned, place a “poison marker” on it to show that 
it’s Poisoned. 


As long as it’s still Poisoned, the Pokémon takes 10 damage after each 
player's turn, ignoring Weakness and Resistance. If an attack would poison a 
Pokémon that’s already Poisoned, it doesn’t get doubly Poisoned; instead, the 
new Poison condition replaces the old one. 


Make sure whatever you use for a poison marker looks different from a 
SD sss cn 


Can Your Pokémon Be Asleep and Confused 

at the Same Time? 

If a Pokémon is Asleep, Confused, or Paralyzed, and a new attack is made 
against it that causes it to become Asleep, Confused, or Paralyzed, the old 
condition is erased and only the new one counts. But these three conditions 
are the only attack effects that erase each other. For example, a Pokémon 
can be Confused and Poisoned at the same time. 


STOP READING NOW! 


Y | You know enough to start playing, so play a few 
games before you go on to the Expert Rules! 


Why Are There So Many Different Cards? 
One of the things that makes Pokémon different from other card games 
is that it’s a trading card game. This means that there are lots of different 
cards that you can collect and trade with your friends. Also, you aren't 
limited to just playing the decks you buy—you can use all the different 
cards you have to create totally new decks! A lot of the fun of a trading 
card game comes from making different decks that use different strategies, 


How Do You Make a New Deck? 

Your deck has to have exactly 60 cards, and you can't have more than 4 
of any one card other than basic Energy cards in your deck (the basic Energy 
cards are @, @, ©, 4, ©, and @).A card counts as the same as 
another card if it has the same name—it doesn’t matter whether the cards 
have different art or come from different sets. 

To make a new deck, first notice that all the cards other than the Trainers 
have different Energy types on them. Your deck should probably include one 
or two of the basic Energy types, and you can choose to add some Colorless 
(3%) Pokémon if you like. If you just choose one Energy type, you will always 
have the right kind of Energy for your Pokémon, but not as much variety. 
If you have several Energy types, you'll have more Pokémon to choose from, 
but you'll run the risk of sometimes not drawing the right type of Energy 
for your Pokémon. And be sure your deck has enough Energy cards (most 
decks need 25 to 30), 

Once you've chosen your Energy types, pick Pokémon and Trainer cards that 
work well together. Do you want to build up big Pokémon to crush your 
opponent? Then put in a lot of Evolution cards and some Trainers like 
Pokédex that help you find those Evolution cards. Do you want to do a lot 
of damage to your opponent's Pokémon very quickly? Then pick Pokémon 
that don’t need to be evolved and cards like PlusPower that do extra damage. 
After you've made your deck, play it as often as you can against as many 
other decks as you can. See what works and what doesn’t, and then make 
changes. If you keep working at it, you'll have a deck that will show everyone 
you're the greatest Pokémon Master of all time! 
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the league that ever 
Pokémon trainer 
belongs to! 


© Earn badges just fike the ones \\ 
in the Game Boy game, 

© Play “Ry other trainers with your 
own Pokémon trading card deck or 
your own Game Boy. 

® Discover brand-new fun and unique 
Pokémon activities. 


= 


TE: 
Become the World's OREA" po\emon Trainer! 


For more information on 
the Pokémon League, 
call Wizards of the Coast at 
(800) 324-6496 
or send email to <questions @wizards.com>. 


Visit our website at 
www.wizards.com/Pokemon 
for more information 
about the exciting new Pokémon League! 
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Complete Pokémon Base Set Card List 


| Alakazam 
O 2 Blastoise 
(I 3 Chansey 
O 4 Charizard 
O 5 Clefairy 
QO) 6 Gyarados 
Q 7 Hitmonchan 
8 Machamp 
QO 9 Magneton 
O10 Mewtwo 
Q II Nidoking 
12 Ninetales 
13 Poliwrath 
14 Raichu 
O 15 Venusaur 
Q 16 Zapdos 
O17 Beedrill 
(2 18 Dragonair 
Oi 19 Dugtrio 
©) 20 Electabuzz 
Ci 2I Electrode 
O 22 Pidgeotto 
23 Arcanine 
Q 24 Charmeleon 
O 25 Dewgong 
© 26 Dratini 

0 27 Farfetchd 
Q) 28 Growlithe 
Q 29 Haunter 
© 30 Inysaur 
O31 Jynx 

© 32 Kadabra 
(©) 33 Kakuna 
©) 34 Machoke 


HO 35 Magikarp 
eH Ol 36 Magmar 
eH 2 37 Nidorino 
eH O38 Poliwhirl 
eH 2 39 Porygon 
eH O40 Raticate 
mH OAL Seel 

*H O42 Wartortle 
WH Ol 43 Abra 
eH 1 44 Bulbasaur 
eH Ol 45 Caterpie 
eH 46 Charmander 
HH C1 47 Diglett 
48 Doduo 


== 


Ooococooocoocooccvoococoocooo 


3 Magnemite 
4 Metapod 


7 Pidgey 
8 Pikachu 


3 Squirtle 
4 Starmie 


POSS SSSSHSSSOOHHH HHH HHH 


. 


SOCHOOHOHOHHSHSSHHOSHOHOOOSHHOHOOH HHO OOO 


Ci 69 Weedle 

Qi 70 Clefairy Doll 

Q 71 Computer Search 

T2 Devolution Spray 

73 Impostor Professor Oak 
74 Item Finder 


1 

76 Pokémon Breeder 
7] Pokémon Trader 
78 Scoop Up 

79 Super Energy Removal 
80 Defender 

81 Energy Retrieval 
82 Full Heal 

83 Maintenance 

84 PlusPower 

85 Pokémon Center 
6 Pokémon Flute 

7 Pokédex 

}8 Professor Oak 

9 Revive 

10 Super Potion 

| Bill 


SPOOOOSHHSSEHHSSHOHHHHHHHHHHO 


6 Double Colorless Energy @ 
18 Fighting Energy 

8 @ Fire Energy 

99 @ Grass Energy 

2 100 % Lightning Energy 
C2 101 © Psychic Energy 

O 102 © Water Energy 


OooocoooooocoococococoOcOoocooooooo 


Complete Pokémon: Jungle™ Card List 

A dense jungle, undiscovered by humans... Here, Pokémon have evolved 
into many strange and marvelous forms as yet unknown to scientists. Drawn 
here in their neverending quest for Pokémon, the trainers of the world have 
come to call this forest the “Pokémon Jungle.” 


OQ | Clefable  %H 123 Nidoqueen *% 145 Rhydon 
OG 2 Electrode eH 1 24 Pidgeot *% © 46 Seaking 
OG 3 Flareon eH (© 25 Pinsir * 0141 Tauros a 
4 Jolteon  *wH 26 Scyther % 1 48 Weepinbell @ 
C1 5 Kangaskhan eH © 27 Snorlax % ©) 49 Bellsprout @ 
G6 Mr. Mime eH [28 Vaporeon * (150 Cubone @ 
QQ TNidoqueen *H [29 Venomoth * (1 5! Eevee e 
C8 Pidgeot  %H (©) 30 Victreebel x 1 52 Exeggcute @ 
9 Pinsir *H 231 Vileplume % © 53 Golden @ 
(2 10 Scyther eH © 32 Wigglytuff % © 54 Jigglypuff @ 
II Snorlax eH 1 33 Butterfree @ 155 Mankey @ 
(112 Vaporeon =H 134 Dodrio §=9 «= 56 Meowth = @ 
C1 13 Venomoth eH ©) 35 Exeggutor ® 1 57 Nidoran? @ 
14 Victreebel eH 1 36 Fearow @ 1 58 Oddish @ 
1 15 Vileplume %*H © 37 Gloom @ © 59 Paras e 
2 16 Wigglytuff eH © 38 Lickitung @ (1 60 Pikachu @ 
OI7 Clefable % [139 Marowak @ 1 61 Rhyhorn @ 
C118 Electrode x 140 Nidorina @ 2 62 Spearow @ 
(219 Flareon = %&  L4I Parasect @ (163 Venonat @ 
& 20 Jolteon x (42 Persian © © 64 Poké Ball @ 
2 21 Kangaskhan % ©) 43 Primeape @ 

22 Mr. Mime x ©) 44 Rapidash 


Cards I-16 are holo versions of cards 17-32. Otherwise, these cards are 
exactly the same as their non-holo versions. 


19 


Collect Both Pokémon: Jungle™ Theme Decks! 

Train with both of these theme decks and you'll be on your way to 
mastering all types of Pokémon. Each theme deck has a different strategy 
and different Pokémon. Follow these deckbuilding suggestions by adding cards 
from other theme decks and boosters, and power up your deck! 


Water Blast 
Hold your opponent's Pokémon at bay until it’s time to bring out the big 
guns with the Fighting and Water Pokémon in this “Water Blast” deck! 


14 © Energy 
4 Poliwag 4 Eevee 
2 Poliwhirl - 4 Meowth 
| Sel 2 Persian 
| Vaporeon 

2 Gust of Wind 
14 @ Energy 2 Potion 
2 Machop | Professor Oak 
| Rhydon 2 Super Potion 
3 Rhyhorn | Switch 


The goal of the “Water Blast” deck is to use Fighting and other Pokémon 
to stall for time while you build up a Water Pokémon that uses a Water 
Gun. You can also build up a better evolved Pokémon to help you win, like 
Rhydon or Persian. To improve your deck, you'll need to collect some more 
Pokémon cards! This version of the deck focuses more on the Water 
Guns by adding Poliwrath and another Vaporeon. Adding Dewgong and 
another Seel gives the deck some needed Water power (as does swapping 
out @ Energy for © Energy). 


Remove: Add*: 

| @ Energy 4 © Energy 
2 Meowth | Dewgong 
| Persian | Poliwrath 
| Rhyhorn I Seel 
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Power Reserve 
Pokémon, unite! With this “Power Reserve” deck, your Grass and Psychic 
Pokémon will come swarming to each other's aid! 


17 @ Energy 
4 Bellsprout | Kangaskhan 
| Gloom 
4 Nidoran ? 2 Bill 
2 Nidorina 2 Gust of Wind 
2 Oddish | Pokédex 
2 Weepinbell 3 Potion 
| Switch 
11 ® Energy 
4 Abra 
| Jynx 
2 Kadabra 


The goal of the “Power Reserve” deck is for your Pokémon to bring out 
more and more friends and family Pokémon, with Nidoran °, Bellsprout, and 
Oddish leading the charge. Then, once you have filled your Bench, you can 
upgrade to Nidorina, Weepinbell, and Gloom to turn the tide in your favor! 
Use Jynx, Abra, and Kadabra to back up your Grass Pokémon, and you'll be 
Victorious. To improve your deck, you'll need to collect some more 
Pokémon cards! Here is one way to give this “Power Reserve” deck even 
more awesome Pokémon power. Wigglytuff’s Do the Wave attack works very 
well with the Power Reserve theme—you can ensure that Wigglytuff will 
have 5 Benched Pokémon to work with at all times! 


Remove: Add*: 

| Gloom 4 Jigglypuff 

2 Oddish 2 Wigglytuff — * These additional 

! Jy Repel oh icted 
in ru 

| Kangaskhan fe eae 


| Gust of Wind 
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Expert Rules 


This section answers some questions that don't come up very often—but 
if they do, you'll be glad to have the answers! 


In What Order Do You Do Your Attack? 

The exact steps to go through when attacking are listed here. For most 
attacks, it won't matter in what order you do things, but if you have to 
work your way through a really complicated attack, follow these steps in 
order and you should be fine. 


a) Announce which attack your Active Pokémon is using. Make sure your 
Pokémon has enough Energy cards attached to it to use the attack. 


If necessary, make any choices the attack requires you to make. (For 
example, Poliwhirl’s Amnesia attack says “Choose | of the Defending 
Pokémon’s attacks.” So you choose now.) 


If necessary, do anything the attack requires you to do in order to use 
it. (For example, discard Energy cards, as in Charmander’s Ember attack, 
which makes you discard one @® Energy card in order to use it) 


If necessary, apply any effects that might alter or cancel the attack. (For 
example, if your Pokémon was hit last turn by Sandshrew’s Sand-attack, 
that attack said that if you tried to attack with 

that Pokémon during your next turn, you 
should flip a coin. If tails, your Pokémon’s 
attack does nothing.) 


If your Active Pokémon is Confused, check 
now to see if the attack fails. 


b 


¢g 


qd 


f) Do whatever the attack says. Do any 
damage first, then do any other effects, 
and finally, Knock Out any Pokémon that 
have damage greater than or equal to their 
Hit Points. 
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How Do You Figure Out the Damage? 

Usually the amount of damage an attack does won't depend on the order 
in which you do things. But if you have to figure out an attack in which 
a lot of different things might change the damage, follow these steps in 
order (skip any steps that don’t apply to that attack). 


Start with the base damage. This is the number written to the right of 
the attack—or, if that number has an x, —, +, or ? sign next to it, 
it’s the amount of damage the attack text tells you to do. 


b) Apply any effects the Active Pokémon has that will affect the base 
damage dealt (for example, Scyther’s Swords Dance). Then if the base 
damage is 0 (or if the attack doesn’t do any damage at all), just stop 
figuring the damage. You're done now. Otherwise, keep going. 


) Double the damage if the Defending Pokémon has a Weakness to the 
Active Pokémon’s type. y, 

d) Subtract 30 damage if the Defending 
Pokémon has Resistance to the 
attacking Pokémon’s type. 

e) Figure out effects of Trainer cards 
attached to the Active Pokémon. 


f) Figure out effects of Trainer cards 
attached to the Defending Pokémon. 


Apply any effects resulting from the 
Defending Pokémon’s last attack (for 
example, Onix’s Harden) or any relevant Pokémon Powers. 


For each 10 damage the attack ends up doing, put one damage counter 
on the Defending Pokémon. (If at this point the damage done turns out 
to be less than 0, don’t do anything.) 


Now that damage has been done, if the attack does anything other than 
damage, do all of that. 


a 


CJ 


= 
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How Do You Retreat Using Double Energy Cards? 
Paying Retreat Costs can get confusing with Double Energy cards. Here’s the 
way it works: Discard Energy cards one at a time until you've paid the 
Retreat Cost (or maybe more). Once you've paid the cost, you can't discard 
any more cards. For example, suppose your Pokémon has a Retreat Cost of 
3 % and it has two @ Energy cards and a a a Energy card attached. 
You can pay the Retreat Cost in several ways—by discarding a a, by 
discarding 2 @, or by discarding @ first and then a a. You can’t discard 
all 3 cards, though. 


What Happens if You Can’t Do What a Card 

Tells You to Do? 

Sometimes a card will tell you to draw more cards than you have in your 
deck or to search for cards that you don’t have in your deck. If this 
happens, do as much as you can (draw as many cards as you have left or 
get those cards that are in your deck) and continue play as normal. 
Remember, you lose if you can’t draw a card at the beginning of your turn, 
not if you can't draw one because a card told you to. 


What Happens if Neither Player Gets a Basic 
Pokémon in His or Her First 7 Cards? 

Sometimes neither you nor your opponent will get any Basic Pokémon in 
your first hands of 7 cards. If this happens, both players shuffle and draw 7 
new cards. In this case, neither player gets to draw the extra 2 cards. Repeat 
this process until at least one of the players has a Basic Pokémon card in 
his or her hand of 7 cards. If the other player still 

doesn't have a Basic Pokémon card in his or her 

hand, that player can shuffle and draw 7 new 

cards, but the player who already has a 

Basic Pokémon can draw up to 2 extra 

cards as usual. Continue this process until 

both players have a Basic Pokémon in their 

first hand of 7 cards. 
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What Happens if Both Players Win 

at the Same Time? 

You win if you take your last Prize or if your opponent can't replace his 
or her Knocked Out Pokémon with one from his or her Bench. But it might 
happen that both players “win” in one of these ways at the same time. If 
this happens, play Sudden Death. But 

if you win in both ways and your 
opponent wins in only one 
way, you win! 


What’s Sudden 
Death? 

If Sudden Death occurs, play a 
new game of Pokémon, 
but have each player use 
only | Prize instead of 
the usual 6, Except for 
the number of Prizes, 
treat the Sudden Death 
game like a whole new 
game of Pokémon: 
Set everything up again, 
including flipping a coin to 
see who goes first. The 
winner of this game is 


the overall winner, It may 
happen that the Sudden read 
Death game also ends in to become 
Sudden Death; if that hap- a 
pens, just keep playing Pokémon 
Sudden Death games until Master? 
somebody wins. 
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Glossary 


Active Pokémon: Your Pokémon that's in front of all your other Pokémon. 
Only the Active Pokémon can attack. 

Attach: To take a card from your hand and put it on one of your Pokémon 
in play. 

Attack: 1) When your Active Pokémon fights your opponent's Defending 
Pokémon. 2) The text written on each Pokémon that shows what it does 
when it attacks (a Pokémon can have one or two attacks on it). 

Basic Energy card: A Grass @, Fire @®, Water ©, Lightning 4, Psychic ©, 
or Fighting @ Energy card. 


Basic Pokémon card: A card that you can play directly from your hand on 
your turn to put a Pokémon into play. See Evolution card, 


Bench: Your Pokémon that are in play but aren't actively fighting sit here, 
They're ready to come out and fight if the Active Pokémon retreats or 
is Knocked Out. 


Damage: When one Pokémon attacks another, it will usually cause damage. 
If a Pokémon has total damage greater than or equal to its Hit Points, 
it is Knocked Out. 


Defending Pokémon: Your opponent's Active Pokémon during your attack. 


Discard pile: The pile of cards you've discarded. These cards are always face- 
up. Anyone can look at these cards at any time. 


Energy card: The cards that power your Pokémon and make them able to 
attack. See Basic Energy card. 


Evolution card: A card you can play on top of a Basic Pokémon card (or 
sometimes on top of another Evolution card) to make it stronger. 


Hit Points: A number every Pokémon has, telling you how much damage it 
can take before it's Knocked Out. 
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\n play:Your cards on the table are considered to be in play. Basic Pokémon, 
Evolution cards, and Energy cards can’t be used unless they are in play. 
(The cards in your deck, your discard pile, and your Prizes are not 
considered to be in play, but your Benched Pokémon are.) 

Knocked Out: If a Pokémon has damage greater than or equal to its Hit 
Points, it's Knocked Out. That Pokémon goes to the discard pile, along 
with any cards attached to it. When one of your opponent's Pokémon 
is Knocked Out, you take one of your Prizes. 

Pokémon: The colorful creatures that fight for you in the Pokémon 
trading card game. They are represented in the game by Basic Pokémon 
and Evolution cards. 

Pokémon Power: The special abilities some Pokémon have. These are written 
in the same place attacks are, but they always have the words “Pokémon 
Power” in front of them so that you can tell theyre not attacks. 

Prizes: The 6 cards you put face-down at the start of the game. Every time 
one of your opponent's Pokémon is Knocked Out, you take | of your 
Prizes into your hand. When you take your last Prize, you win! 

Resistance: If a Pokémon has Resistance, it takes 30 less damage whenever 
attacked by Pokémon of a certain other type. Resistance is indicated in 
the lower middle of the card. 

Retreat: The act of taking your Active Pokémon and switching it with one 
of your Benched Pokémon. To retreat, you must discard from the 
retreating Pokémon Energy equal to the Retreat Cost of that Pokémon. 
This cost is written in the lower right-hand corner of the card. 

Sudden Death: Sometimes both players will win at the same time. In this 
case, you play a shorter version of the Pokémon game called 
“Sudden Death” (using only | Prize each instead of 6). 

Trainer card: These are cards that you play during your turn by following 
the instructions on the card and then discarding it. 

Weakness: If a Pokémon has Weakness, it takes double damage when 
attacked by Pokémon of a certain other type. Weakness is indicated in 
the lower left-hand corner of the card. 27 
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The Pokémon Tiwo-Player Starter 
Set is perfect for players who are 
ready to learn the basics of the 
Pokémon trading card game 
Recommended for beginning players 


With preconstructed theme decks, 
players will learn advanced Pokémon 
strategies and deckbuilding 
Recommended for 

experienced players 


i a ~ Expert-level booster packs are for the 
" player who's ready to build decks from 


the full range of Pokémon trading 
cards and who already knows the rules 
of Pokémon gameplay. 


